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1
TACTILE FEEDBACK APPARATUS AND
METHOD

FIELD OF THE INVENTION

The present invention relates to input devices, and more
particularly, some embodiments relate to a tactile feedback
stylus.

DESCRIPTION OF THE RELATED ART

Modern interactive software programs, such as video
games and the like, typically allow the user (e.g., player for
a video game) to provide some form of input through a
device. For example, for today’s typical desktop or laptop
computer, the popular form of user input is through a
keyboard and mouse. Within the realm of video games, the
preferred form of input is through use of a game controller
of one form or another. In one example, a controller might
be a handheld controller that has input features such as a
plurality of buttons, analog joysticks, a D-pad directional
control and other user input devices that provide a means for
a gamer (i.e. video game player) to input desired control
commands to the video game software. In turn, the inputted
control commands would typically affect the game activity
on the video screen.

For example, a typical controller for a Sony® PlaySta-
tion®, Microsoft® XBOX®, or Nintendo® Wii® gaming
console is typically connected to the gaming console
through a wire or wirelessly and comprises multiple buttons
(for example X, O, A, [0 or X, A, B, Y buttons, trigger
buttons) and directional inputs (e.g., analog joysticks, four-
way D-Pads). Likewise, handheld and mobile gaming sys-
tems, such as the Nintendo® DS™, Nintendo DS Lite™,
and Sony® PSP®, have similar such buttons (e.g., X, O, A,
O or X, A, B, Y buttons) and directional inputs (e.g.,
D-Pads), which are usually integrated into the chassis of the
system for purposes of size and mobility.

Because some controllers and mobile game systems have
pressure sensitive buttons (e.g., trigger buttons) and analog
joysticks, such controllers are additionally equipped with an
ADC (analog-to-digital converter) for such buttons and
directional inputs, allowing for appropriate response with
minimal latency.

With regard to game controller form factors, a controller
might be configured as a joystick as is popular for flight
simulator games, a steering wheel and pedal combination as
is popular for driving games, and guitar or other musical
instruments for interactive music-based games. These types
of controllers are readily available for both gaming consoles
and computers. Accordingly, a controller for a gaming
console or computer might take on many diverse forms.

During the 1990’s, interactivity with computers and game
consoles through input devices was improved further with
the introduction of tactile feedback, which commonly takes
the form of rumble/vibration feedback and force feedback.
Until the introduction of tactile feedback, the primary form
of feedback, especially for game consoles and mobile game
systems, was visual and audio feedback. It is now common
for video game manufacturers to incorporate tactile feed-
back into game controllers. Vibration/rumble feedback is
often accomplished by providing motors with offset weight-
ing on their shafts to provide a vibration or rumble sensation
when the shaft is rotated. This might be triggered, for
example, to make the controller rumble when a bomb is
dropped, a car crashes, etc. Game controller vibration can be
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tailored to offer specific tactile sensations that simulate the
type or extent of activity occurring in the game.

The other common form of tactile feedback, force feed-
back, can be accomplished with servo-mechanisms. A series
of motors built into a game controller, directly or indirectly
through the use of drive belts or gears, are connected to a
game controllers control surfaces to actively oppose physi-
cal input made by the gamer. This is known as force
feedback, and requires more complex servo-mechanisms
and controller design than does passive vibration feedback.
For example, in a steering wheel controller, force feedback
would require a servo mechanism attached to the shaft of the
steering wheel. Upon certain electronic commands, for
example, in a very high speed turn, the servo-mechanism
would act to make the steering wheel physically more
difficult to turn. These various types of vibration or force
feedback have become common in modern day video
games.

BRIEF SUMMARY OF EMBODIMENTS OF
THE INVENTION

The present invention provides apparatuses and methods
for a tactile feedback instrument, and more specifically,
some embodiments are directed toward methods and appa-
ratuses for a tactile feedback stylus. Some embodiments of
the invention provide a stylus used in conjunction with
mobile devices, such as, for example, mobile computing
devices (e.g., laptops, UMPCs, tablet PCs), personal digital
assistants (PDAs), smart phones (e.g., cellular phone and
PDA combinations), or handheld/mobile gaming systems
(e.g., Nintendo® DS™, Nintendo DS Lite™, and Sony®
PSP®). The stylus can be implemented for use as an
electronic input device applied against the mobile device’s
screen, to make direct inputs to the mobile device. Such
inputs can be for writing or drawing, for making user
selections (for example, selecting radio buttons, and so on)
or for other forms of inputs. In order to facilitate input using
the stylus, some embodiments utilize a touch screen so that
the computing system can sense when and where the stylus
makes contact with the screen. Further, within some such
embodiments, the touch screen can be configured to be
sensitive to the touch of the stylus exclusively, thereby
preventing unintentional input by contact with other objects
(e.g., a user’s finger or hand). In some embodiments, the
stylus can include other input mechanisms such as, for
example, buttons or switches, to allow user input by mecha-
nisms in addition to or in place of the stylus contacting a
touch screen. The stylus can be connected to the computing
device via a wired or wireless input.

According to some embodiments of the invention, a game
system is provided, comprising a game console and a stylus.
Within this embodiment, the stylus comprises an electric
motor and a control circuit coupled to the electric motor that
is in communication with the game console and controls the
electric motor. Within some of these embodiments, the
stylus can vibrate or rumble when the electric motor is
activated in response to gaming activity. In yet other
embodiments, the stylus comprises other or additional feed-
back mechanisms, such as an electric shock, a temperature
gradient, a physical jolt, audible waves, or inaudible waves,
for example. These various feedback mechanisms are facili-
tated using various components, such as electrodes, sole-
noids, and actuators.

Depending on the embodiment, the stylus is either wired
to the game system or connected to the game console
wirelessly. For embodiments having a wired stylus, the
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game console can issue commands to the stylus through the
wire. For those embodiments having a wireless connection
with the stylus, some utilize a transmitter coupled to the
game console and a receiver coupled to the control circuit to
establish a wireless connection. Other embodiments having
a wireless connection with the stylus utilize a first trans-
ceiver coupled to the game console and a second transceiver
coupled to the control circuit, through which a wireless
connection is established.

In further embodiments, a cartridge that is electronically
and mechanically attachable and detachable to the game
console houses the transmitter or the transceiver that is
coupled to the game console. In some such embodiments,
the cartridge further comprises electronic readable medium
that stores processor instructions for a game.

In other embodiments, the game console can send a
command to the stylus in the form of a signal pulse that
triggers activation of the electric motor. In order to generate
the signal pulse, some of those embodiments further com-
prise of a pulse-width modulation generator that is used to
generate a signal with a pulse. Further, for some embodi-
ments, this pulse-width modulation generator is housed in a
cartridge configured to electronically and mechanically
attach and detach from the game console. In some such
embodiments, the cartridge further comprises electronic
readable medium that stores processor instructions for a
game.

With regards to the signal pulse, some embodiments
generate the signal pulse at a frequency ranging approxi-
mately from 40 Hz to 100 Hz and with a duty cycle ranging
approximately from 20% to 80%. In turn, some embodi-
ments further comprise a mono-stable circuit that activates
the electric motor for a fixed period of time based on the
signal pulse received.

In further embodiments, the stylus further comprises an
LED device coupled to the control circuit. According to
some embodiments, the LED activates when the electric
motor activates. According to other embodiments, the game
console sends a command to the stylus to activate the LED.

For embodiments that comprise a first transceiver and a
second transceiver, the first transceiver and the second
transceiver establish a bi-directional wireless connection
between the game console and stylus such that the game
console and the stylus can send and receive data and
commands between each other. Through the bi-directional
wireless connection, some embodiments that further com-
prise a button on the stylus can send a command to the game
console when the button is pressed. In yet further embodi-
ments, the stylus comprises a sensor, such as an accelerom-
eter, a touch sense, a pressure sensor, a moisture sensor, a
temperature sensor, a heart-rate sensor, or an orientation
sensor, that provides data to the stylus, game console or
both. These and other sensors can be utilized to provide
biological, physiological or other factors or conditions such
as, for example, the user’s heart rate, the user’s temperature,
the level of sweat, the degree of pressure exerted on the
grips, and so on.

Further embodiments in accordance with the invention
provide a stylus system with features similar to those
described above. In yet further embodiments, a stylus appa-
ratus is provided with features similar to those described
above.

Other features and aspects of the invention will become
apparent from the following detailed description, taken in
conjunction with the accompanying drawings, which illus-
trate, by way of example, the features in accordance with
embodiments of the invention. The summary is not intended
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4

to limit the scope of the invention, which is defined solely
by the claims attached hereto.

BRIEF DESCRIPTION OF THE DRAWINGS

The present invention, in accordance with one or more
various embodiments, is described in detail with reference to
the following figures. The drawings are provided for pur-
poses of illustration only and merely depict typical or
example embodiments of the invention. These drawings are
provided to facilitate the reader’s understanding of the
invention and shall not be considered limiting of the breadth,
scope, or applicability of the invention. It should be noted
that for clarity and ease of illustration these drawings are not
necessarily made to scale.

FIG. 1 is a diagram of an example stylus apparatus in
accordance with one embodiment of the invention.

FIG. 2 is a diagram of an example game system in
accordance with one embodiment of the invention.

FIG. 3 is a chart illustrating example signals in accor-
dance with one embodiment of the invention.

FIG. 4 is a diagram of an example game system in
accordance with one embodiment of the invention.

The figures are not intended to be exhaustive or to limit
the invention to the precise form disclosed. It should be
understood that the invention can be practiced with modi-
fication and alteration, and that the invention be limited only
by the claims and the equivalents thereof.

DETAILED DESCRIPTION OF THE
EMBODIMENTS OF THE INVENTION

The present invention is directed toward apparatuses and
methods for a tactile feedback input stylus. A few example
devices with which the invention can be implemented for
use with mobile devices, such as, for example, mobile
computing devices (e.g., laptops, UMPCs, tablet PCs), per-
sonal digital assistants (PDAs), smart phones (e.g., cellular
phone and PDA combinations), or handheld/mobile gaming
systems (e.g., Nintendo® DS™, Nintendo DS Lite™, and
Sony® PSP®). The invention can be implemented with a
number of computing or processing devices, including por-
table, transportable, and fixed devices. To facilitate descrip-
tion, the invention is described herein from time to time in
terms of use with a hand-held gaming apparatus. Description
in these terms allows features and functionality of the
invention to be described in the context of an example
application. After reading this description, it will become
apparent one of ordinary skill in the art how to implement
the invention with other devices.

Various embodiments implemented in conjunction with
mobile or handheld devices use the stylus as a form of user
input device to interact with operating systems or applica-
tions running on the device. In some embodiments, the
stylus includes a tip, which is applied against the mobile
device’s screen, to make direct inputs to the mobile device.
Such inputs can be made, for example, for purposes of
writing or drawing in an application; for making user
selections such as for radio buttons, check boxes, selection
buttons, and so on, or for other forms of inputs. As a further
example, in a gaming environment, the stylus might be used
to facilitate direct user input into the gaming application,
such as where the game is configured to sense times and
locations at which the stylus touches the screen.

In order to facilitate user input using the stylus, some
embodiments utilize a touch screen so that the computing
system can sense when and at which location the stylus



US 9,468,846 B2

5

makes contact with the screen. Further, within some such
embodiments, the touch screen can be configured to be
sensitive to the touch of the stylus exclusively, thereby
preventing unintentional input by contact with other objects
(e.g., a user’s finger or hand). In some embodiments, the
stylus can include other input mechanisms such as, for
example, buttons or switches, to allow user input by mecha-
nisms in addition to or in place of the stylus contacting a
touch screen. In various embodiments, the stylus can be
connected to the computing device via a wired or wireless
input.

FIG. 1 is a diagram of an example stylus apparatus 2 in
accordance with one embodiment of the invention. Refer-
ring now to FIG. 1, the stylus in this example comprises an
LED device 4, an electric motor 6, a control module 8, and
a power source 10.

In this example, the electric motor 6 is provided as the
mechanism that provides vibration to the stylus 2. As
illustrated in FIG. 1, electric motor 6 includes an offset or
unbalanced weight 7 mounted to its shaft, which provides
the stylus with a vibration or rumble sensation when the
electric motor is activated. The electric motor 6 is coupled
to control module 8, which activates electric motor 6 and can
control various parameters of the electric motor’s operation,
such as timing, speed and direction of rotation. Other
mechanisms can be provided for the tactile feedback sen-
sation in place of or in addition to motor 6, including for
example, coil-and-plunger vibrators, piezo-electric vibra-
tors, sound-pressure mechanisms, and so on. Alternative
embodiments include a feedback mechanism, such as a
speaker, a sound actuator, or a buzzer for example, that
allows the stylus to emit audible waves or inaudible waves
(e.g., sound waves, ultrasound waves, pressure waves).

Additional mechanisms, such as electrodes, can be added
to the stylus to provide an electro stimulus through the
stylus, such as an electric shock or changes in temperature
gradient. Yet other feedback mechanisms can provide a
physical jolt that would impede accurate control of the stylus
by the user. Such a mechanism can be implemented using,
for example, a heavy piston solenoid or a hammer mecha-
nism. Such mechanisms would be activated based on user
input.

Control module 8 in this example includes a switching
regulator 14, a receiver 16, and a control block 11, that
enable control of the electric motor 6. Regulator 14 can be
included in various embodiments to provide voltage levels
as desired for various components of the stylus 2. Accord-
ingly, regulator 14 can be coupled to the power source 10 to
provide voltage division or other power conditioning as may
be appropriate. In this example, power source 10 is a battery,
however other power supply mechanisms can be utilized.

Receiver 16 can be configured to receive input from the
electronic device such as signals that are used to control
characteristics of the tactile feedback. In the illustrated
embodiment, receiver 16 is a wireless receiver that receives
a control signal sent by the electronic device and that is
encoded to include information such as timing, duration,
intensity and frequency of vibration. Accordingly, controller
18 can be configured to decode information in the received
encoded signal and to generate therefrom the appropriate
control signal to drive the motor 6. In various embodiments,
this involves controlling the frequency and duty cycle of the
motor via the signal or command received the stylus.
Although not illustrated, appropriate drive circuitry can be
included to provide a signal with the appropriate electrical
characteristics to drive motor 6. Examples of signals and
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signal pulses are discussed below with respect to the
example signals illustrated in FIGS. 3-5.

Within the context of gaming systems, for games enabled
to use a stylus during game play, the vibration mechanism
(e.g., motor 6) can be configured to be activated based on
activity occurring within the game. For example, with
respect to a maze video game where a user uses the stylus
to get through a maze, the electric motor may be triggered
when the stylus touches the maze wall displayed on the
game system screen or encounters a dangerous obstacle in
the maze. As another example, within a game where the
objective is to pop balloons falling from the top of the
screen, the electric motor may be triggered when the stylus
makes contact with a falling balloon and pops it. Typically,
the intensity and duration of the vibration is based on the
type and extent of activity taking place in the game. Like-
wise, activity occurring in the operating system or applica-
tions of the computing device can be used to trigger the
vibration mechanism in a non-game related applications. For
example, stylus vibration might be triggered when the
application issues an operational error or warning. As
another example, stylus vibration might be triggered as a
tactile feedback mechanism to register keystroke activity or
button-press actions for the application.

Stylus tip 12 is the component of the stylus that makes
contact with the device screen during user input. In some
embodiments, the stylus tip 12 comprises an embedded
sensor that enables the stylus to measure the amount of
pressure with which it is being applied against the device
screen. In other embodiments, stylus tip 12 might have
particular characteristics such that it can be identified by the
gaming system or other electronic device as a stylus accept-
able for user inputs. For example, the electronic device
might be designed to be responsive only to a metallic tip, a
magnetic tip, or other particular configuration.

LED 4, or other visual indicator, can be included as a
mechanism for providing visual confirmation or information
to the user. For example, LED 4 might be provided as a
power-status indicator, a game-feedback mechanism, or to
provide other information of interest to the user. Although a
single LED is illustrated, other forms of visual feedback can
be provided including, for example, multicolor displays,
multi-component displays, alphanumeric displays, LCD or
other display screens, and so on.

Referring now to FIG. 2, one example game system 30 in
accordance with an embodiment is provided. Specifically,
the game system 30 in this example comprises a game
console 32, stylus transmission module 34, and stylus con-
trol circuit 44. As described earlier, game console 32 can
include includes game platforms such as Nintendo® DS™,
Nintendo DS Lite™, and Sony® PSP®. In the alternative, a
person of ordinary skill in the art would appreciate that
system 30 could be implemented using other mobile
devices, such mobile computers (e.g., laptops, UMPCs,
tablet PCs), personal digital assistants (PDAs), and smart
phones (e.g., a cellular phone and PDA combination).

In the example illustrated in FIG. 2, stylus transmission
module 34 comprises a pulse-width modulation (PWM)
module 36, a transmitter 38 and an antenna 40. Stylus
transmission module 34 can, in one embodiment, be an
integrated module incorporated or built into gaming console
32. In other embodiments, stylus transmission module 34
can be an external or plug-in module that is configured to be
plugged into a port in gaming console 32. Accordingly, in
some embodiments, stylus transmission module 34 is
housed in a cartridge that fits into a game slot or expansion
slot of game console 32. This cartridge, also referred to as
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a pack or module, can be both electronically and mechani-
cally attachable to and detachable from game console 32.

Pulse-width modulation (PWM) generator 36 receives a
standard digital pulse train 35 from game console 32 and
converts it into a pulse-width modulated signal. In various
embodiments, the digital pulse 35 is defined and controlled
by software (e.g., the video game) running on game console
32. Accordingly game console 32 software can be config-
ured to output particular pulse trains 35 depending on
application activity. Because the PWM signal 37 is gener-
ated in one embodiment based on the actual content or
characteristics of pulse train 35, the PWM signal 37 can
reflect game activity or other software occurrences. Thus, by
controlling the digital pulse output from game console 32,
the console software indirectly controls the generation of the
pulse-width modulation signal 37, which effectively controls
the signal 45 transmitted to stylus control circuit 44. The
transmitted signal 45 (i.e. wireless signal), in turn, deter-
mines the frequency and duty cycle of electric motor 46
within the stylus.

When the transmitter module 38 receives the pulse-width
modulated signal 37, it modulates the PWM signal 37 onto
a wireless carrier and transmits the resultant wireless signal
45 to control circuit 44 via antenna 40. Control circuit 44,
which is at the stylus, receives wireless signal 45 through
receiver module 48. Wireless signal 45 is demodulated to
recover PWM signal 49, which is encoded with specific
information for control circuit 44 to activate the electric
motor 46. Motor control is facilitated through control block
52, which controls transistor 58 to turn the motor on and off
in accordance with PWM signal 49. Control block 52 also
deactivates the motor via transistor 58 when the transmitter
(i.e. stylus module 34) has been turned off or the stylus is too
far away from the transmitter. For power, one-cell switching
regulator 50 elevates the voltage provided by battery 51 (or
other power source) to a level required by receiver IC 48.
Receiver module 48 indirectly controls the electric motor 46
according to wireless signal 45 by providing signal 45 to
control block 52. In addition, control block 52 detects when
the stylus is too far away from the transmitter through the
received signal strength indicator (RSSI) 51 provided by the
receiver IC 48. In the embodiment illustrated in FIG. 2,
PWM generator 36 is included with module 34 to provide
PWM data 37 before transmission to control module 44. In
such embodiments, control module 44 can be configured to
demodulate the received signal 45 to recover pulse width
modulated data 49 to drive motor 46.

In other embodiments, digital pulse train 35 can be
modulated onto a wireless carrier and transmitted to control
module 44 and a PWM generator provided at control module
44 to generate pulse width modulated data. For example, in
one embodiment, control block 52 contains a mono-stable
circuit to control electric motor 46. Mono-stable circuits
have only one permanent stable state that changes to an
unstable state when triggered by an external pulse. Once the
activation time elapses, the mono-stable circuit reverts to its
permanent stable state and awaits another trigger pulse.
Accordingly, control block 52 can include a mono-stable
circuit to generate a motor drive signal triggered by digital
pulse train 35 or by pulse-width modulated data 49.

Alternatively, the mono-stable circuit as described above
can be located within the PWM generator, which can be
located either within the stylus or within the transmitter
module 38. In yet other embodiments, the mono-stable
circuit is located within the transmitter module 38 but
external to the PWM generator.
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In accordance with some embodiments, a digital signal
having pulses is generated by a game console such that the
signal has an on-time during a high state and an off-time
during a low state. The digital pulses, comprising the rise
and fall transitions of the digital signal are subsequently
converted to pulses within a wireless signal and, transmitted
to the stylus by the stylus transmission module.

By transmitting a wireless signal containing pulses to the
stylus, the stylus mono-stable circuit becomes unstable upon
every pulse for a fixed period of time (t). For that fixed
period of time, the mono-stable circuit activates the electric
motor 46. If the output of the mono-stable circuit is high (i.e.
electric motor 46 is activated) when a pulse is received by
the stylus, the time output of the mono-stable circuit is
extended by the fixed period of time (T). Note, the fixed
period of time (t) is determined by the components and
configuration of the mono-stable circuit.

FIG. 3 is a chart illustrating an example of signals
generated by a game console, resultant pulses into the
mono-stable circuit of the stylus, and the PWM signal out of
the mono-stable circuit in accordance with one embodiment
of the invention. In particular, the chart illustrates an
embodiment where the PWM signal 102 has a frequency of
100 MHz and a duty cycle of 50%. In order to generate
PWM signal 102, game console digital signal 106 is con-
verted to signal 104 in accordance with the some method-
ologies of the invention. That is, rising and falling edges of
game console pulses 106 results in pulses 104 that are
provided to the mono-stable circuit in the stylus. The occur-
rence of pulses 104 trigger the mono-stable circuit to gen-
erate an output signal 108. In this example, the time constant
for the mono-stable circuit, T, is 3 ms. Accordingly, upon the
occurrence of a pulse 104, the output of mono-stable circuit
is high for 3 ms. If another pulse 104 is received within this
3 ms window, the output of the mono-stable circuit remains
high for 3 more ms. This is illustrated in FIG. 3. As also
shown in FIG. 3, after 3 ms has elapsed with no pulse being
received, the output of the mono-stable circuit transitions to
a low state 110 until the next pulse is received. In one
embodiment, when the PWM signal is high 108, the electric
motor is active and when the PWM signal is low 110, the
electric motor is inactive.

As described above with reference to FIG. 2, in some
embodiments, a module is provided at the gaming console
32 and another module provided at the stylus. Accordingly,
as also shown in FIG. 2, the generator used to generate
PWM signal 102 can be provided, for example, in a module
like module 34 at gaming console 32. In other embodiments,
game console pulses 106 can be transmitted to the stylus,
and the conversion can take place from game console pulses
to a PWM signal in the stylus.

Although the embodiment illustrated in FIG. 2 shows
wireless communication in one direction from the gaming
console to the stylus, bi-directional communication can be
provided as well. A bi-directional communication interface
might be included, for example, to allow feedback or control
information to be provided from stylus to the electronic
device. For example, buttons, triggers and switches can be
included with the stylus to allow the stylus to accept user
input for the application in addition to conventional touch-
screen stylus inputs. FIG. 4 is a diagram illustrating an
example game system 130 implementing a bi-direction
connection in accordance with an embodiment of the inven-
tion. The game system 130 comprises a game console 131,
stylus transceiver module 132, and stylus control circuit 144.
The stylus transceiver module 132 comprises a micro-
controller unit (MCU) 134 and a radio-frequency (RF)
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module 136. Through the micro-controller unit 134, stylus
transceiver module 132 is able to read data from and write
data to the game console 131. Game console 131, in turn,
can both issue commands to the stylus and receive sensor
data, keystroke or other input data from the stylus. Com-
munication with the stylus is accomplished in this example
through RF Module 136, which establishes a bi-directional
wireless connection 140 between stylus transceiver module
132 and stylus control circuit 144.

Stylus control circuit 144 in this example includes an RF
module 146, a sensor 150, and MCU 148. RF module 146
facilitates communication between the stylus control circuit
144 and stylus transceiver 132. From sensor 150, MCU 148
collects sensor data and relays the information to the stylus
transceiver module 132. Sensor 150 can include, for
example, an accelerometer, a pressure sensor, a touch sensor,
a moisture sensor, a temperature sensor, a heart-rate sensor
and an orientation sensor. These and other sensors provide
not only information about the stylus, but also biological and
physiological information related to the user of the stylus.
For example, various different configurations of moisture
sensors and heart-rate sensors can be incorporated into a
stylus to sense the biological or physiological condition of
the stylus user. The MCU 148 can be configured to receive
game data (for example, game pulses 106 or converted
pulses 104, and generate a PWM signal to control electric
motor 152. MCU can also be configured to receive game
data to control LED device 154 or other visual display in
accordance with data received through RF module 146.
Although not illustrated in this example, stylus control
circuit 144 can also include input circuitry to receive inputs
from triggers, d-pads, buttons, trackballs, or other input
mechanisms.

As used herein, the term module might describe a given
unit of functionality that can be performed in accordance
with one or more embodiments of the present invention. As
used herein, a module might be implemented utilizing any
form of hardware, software, or a combination thereof. For
example, one or more processors, controllers, ASICs, PLAs,
logical components, software routines or other mechanisms
might be implemented to make up a module. In implemen-
tation, the various modules described herein might be imple-
mented as discrete modules or the functions and features
described can be shared in part or in total among one or more
modules. In other words, as would be apparent to one of
ordinary skill in the art after reading this description, the
various features and functionality described herein may be
implemented in any given application and can be imple-
mented in one or more separate or shared modules in various
combinations and permutations. Even though various fea-
tures or elements of functionality may be individually
described or claimed as separate modules, one of ordinary
skill in the art will understand that these features and
functionality can be shared among one or more common
software and hardware elements, and such description shall
not require or imply that separate hardware or software
components are used to implement such features or func-
tionality.

Where components or modules of the invention are imple-
mented in whole or in part using software, in one embodi-
ment, these software elements can be implemented to oper-
ate with a computing or processing module capable of
carrying out the functionality described with respect thereto.

While various embodiments of the present invention have
been described above, it should be understood that they have
been presented by way of example only, and not of limita-
tion. Likewise, the various diagrams may depict an example
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architectural or other configuration for the invention, which
is done to aid in understanding the features and functionality
that can be included in the invention. The invention is not
restricted to the illustrated example architectures or configu-
rations, but the desired features can be implemented using a
variety of alternative architectures and configurations.
Indeed, it will be apparent to one of skill in the art how
alternative functional, logical or physical partitioning and
configurations can be implemented to implement the desired
features of the present invention. Also, a multitude of
different constituent module names other than those depicted
herein can be applied to the various partitions. Additionally,
with regard to flow diagrams, operational descriptions and
method claims, the order in which the steps are presented
herein shall not mandate that various embodiments be
implemented to perform the recited functionality in the same
order unless the context dictates otherwise.

Although the invention is described above in terms of
various exemplary embodiments and implementations, it
should be understood that the various features, aspects and
functionality described in one or more of the individual
embodiments are not limited in their applicability to the
particular embodiment with which they are described, but
instead can be applied, alone or in various combinations, to
one or more of the other embodiments of the invention,
whether or not such embodiments are described and whether
or not such features are presented as being a part of a
described embodiment. Thus, the breadth and scope of the
present invention should not be limited by any of the
above-described exemplary embodiments.

Terms and phrases used in this document, and variations
thereof, unless otherwise expressly stated, should be con-
strued as open ended as opposed to limiting. As examples of
the foregoing: the term “including” should be read as
meaning “including, without limitation™ or the like; the term
“example” is used to provide exemplary instances of the
item in discussion, not an exhaustive or limiting list thereof;
the terms “a” or “an” should be read as meaning “at least
one,” “one or more” or the like; and adjectives such as
“conventional,”  “traditional,”  ‘“‘normal,” “standard,”
“known” and terms of similar meaning should not be
construed as limiting the item described to a given time
period or to an item available as of a given time, but instead
should be read to encompass conventional, traditional, nor-
mal, or standard technologies that may be available or
known now or at any time in the future. Likewise, where this
document refers to technologies that would be apparent or
known to one of ordinary skill in the art, such technologies
encompass those apparent or known to the skilled artisan
now or at any time in the future.

A group of items linked with the conjunction “and”
should not be read as requiring that each and every one of
those items be present in the grouping, but rather should be
read as “and/or” unless expressly stated otherwise. Simi-
larly, a group of items linked with the conjunction “or”
should not be read as requiring mutual exclusivity among
that group, but rather should also be read as “and/or” unless
expressly stated otherwise. Furthermore, although items,
elements or components of the invention may be described
or claimed in the singular, the plural is contemplated to be
within the scope thereof unless limitation to the singular is
explicitly stated.

The presence of broadening words and phrases such as
“one or more,” “at least,” “but not limited to” or other like
phrases in some instances shall not be read to mean that the
narrower case is intended or required in instances where
such broadening phrases may be absent. The use of the term
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“module” does not imply that the components or function-
ality described or claimed as part of the module are all
configured in a common package. Indeed, any or all of the
various components of a module, whether control logic or
other components, can be combined in a single package or
separately maintained and can further be distributed in
multiple groupings or packages or across multiple locations.

Additionally, the various embodiments set forth herein are
described in terms of exemplary block diagrams, flow charts
and other illustrations. As will become apparent to one of
ordinary skill in the art after reading this document, the
illustrated embodiments and their various alternatives can be
implemented without confinement to the illustrated
examples. For example, block diagrams and their accompa-
nying description should not be construed as mandating a
particular architecture or configuration.

What is claimed is:

1. A game system, comprising:

a game console;

a stylus, wherein the stylus comprises:

an electric motor,

a receiver, and

a control circuit electrically coupled to the electric
motor and electrically coupled to the receiver,
wherein the control circuit is in communication with
the game console through the receiver and controls
the electric motor; and

a cartridge detachably coupled to the game console, the

cartridge comprising:

a pulse-width modulator configured to generate a signal
pulse, and

a transmitter electrically coupled to the game console
and configured to transmit the signal pulse to the
stylus to trigger activation of the electric motor.

2. The game system of claim 1, wherein the stylus
rumbles or vibrates when the electric motor is activated.

3. The game system of claim 1, wherein the stylus further
comprises a feedback mechanism electrically coupled to the
control circuit that provides an electric shock, a temperature
change, a physical jolt, audible waves or inaudible waves.

4. The game system of claim 1, wherein the cartridge is
a game cartridge comprising an electronically readable
medium storing instructions to enable the game console to
execute a computer game.

5. The game system of claim 1, wherein the signal pulse
has a frequency approximately ranging from 40 Hz to 100
Hz and a duty cycle approximately ranging from 20% to
80%.

6. The game system of claim 1, wherein the stylus further
comprises a mono-stable circuit that activates the electric
motor for a fixed period of time based on the signal pulse
received.

7. The game system of claim 1, wherein the stylus further
comprises an LED electrically coupled to the control circuit.

8. The game system of claim 1, wherein the LED activates
when the electric motor activates.

9. The game system of claim 1, wherein the game console
sends a command to the stylus to activate the LED.

10. The game system of claim 1, further comprising a first
transceiver comprising the transmitter and a second trans-
ceiver comprising the receiver, wherein the first transceiver
and the second transceiver establish a bi-directional wireless
connection between the game console and stylus through
which the game console and the stylus can send and receive
data and commands.
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11. The game system of claim 10, wherein the stylus
further comprises a button for sending commands to the
game console.

12. The game system of claim 10, wherein the stylus
further comprises a sensor.

13. The game system of claim 12, wherein the sensor
comprises an accelerometer, a touch sensor, a pressure
sensor, a moisture sensor, a temperature sensor, a heart-rate
sensor, or an orientation sensor.

14. A stylus system, comprising:

a stylus, wherein the stylus comprises:

an electric motor,

a control circuit electrically coupled to the electric motor,
wherein the control circuit controls the electric motor,
and

a receiver, wherein the receiver is electrically coupled to
the control circuit; and

a cartridge configured to detachably couple to a game
console, the cartridge comprising:

a pulse-width modulator configured to generate a signal
pulse, and

a transmitter configured to electrically couple to the
game console and transmit the signal pulse to the
stylus to trigger activation of the electric motor.

15. The stylus system of claim 14, wherein the stylus
rumbles or vibrates when the electric motor is activated.

16. The stylus system of claim 14, wherein the stylus
further comprises a feedback mechanism electrically
coupled to the control circuit that provides an electric shock,
a temperature change, a physical jolt, audible waves or
inaudible waves.

17. The stylus system of claim 14, wherein the transmitter
and the receiver establish a wireless connection such that the
transmitter can issue commands to the stylus.

18. The stylus system of claim 14, wherein the cartridge
is a game cartridge comprising an electronically readable
medium storing instructions to enable the game console to
execute a computer game.

19. The stylus system of claim 14, wherein the signal
pulse has a frequency approximately ranging from 40 Hz to
100 Hz and a duty cycle approximately ranging from 20%
to 80%.

20. The stylus system of claim 14, wherein the stylus
further comprises a mono-stable circuit that activates the
electric motor for a fixed period of time upon receiving the
signal pulse.

21. The stylus system of claim 14, wherein the stylus
further comprises an LED electrically coupled to the control
circuit.

22. The stylus system of claim 21, wherein the LED
activates when the electric motor activates.

23. The stylus system of claim 21, wherein the game
console sends a command to the stylus to activate the LED.

24. A stylus system, comprising:

a stylus, wherein the stylus comprises:

an electric motor,

a control circuit electrically coupled to the electric motor,
wherein the control circuit controls the electric motor,
and

a first transceiver, wherein the first transceiver is electri-
cally coupled to the control circuit; and

a cartridge configured to detachably couple to a game
console, the cartridge comprising:

a pulse-width modulator configured to generate a signal
pulse, and
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a second transceiver configured to electrically couple to
the game console and transmit the signal pulse to the
stylus to trigger activation of the electric motor.

25. The stylus system of claim 24, wherein the stylus
rumbles or vibrates when the electric motor is activated.

26. The stylus system of claim 24, wherein the stylus
further comprises a feedback mechanism electrically
coupled to the control circuit that provides an electric shock,
a temperature change, a physical jolt, audible waves or
inaudible waves.

27. The stylus system of claim 24, wherein the first
transceiver and the second transceiver establish a bi-direc-
tional wireless connection through which the first trans-
ceiver and the second transceiver can send and receive data
and commands.

28. The stylus system of claim 24, wherein the stylus
further comprises a button for sending commands to the
game console.
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29. The stylus system of claim 24, wherein the stylus
further comprises a sensor.

30. The stylus system of claim 29, wherein the sensor
comprises an accelerometer, a touch sensor, a pressure
sensor, a moisture sensor, a temperature sensor, a heart-rate
sensor, or an orientation sensor.

31. The stylus system of claim 24, wherein the stylus
further comprises an LED electrically coupled to the control
circuit.

32. The stylus system of claim 31, wherein the LED
activates when the electric motor activates.

33. The stylus system of claim 31, wherein the game
console sends a command to the stylus to activate the LED.

34. The stylus system of claim 24, wherein the cartridge
is a game cartridge comprising an electronically readable
medium storing processor instructions to enable the game
console to execute a computer game.
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